AMERICAN SKAT

A 32-card deck is used, made up by stripping out all cards
below the seven.

In plain (nontrump) suits, the cards rank as follows: ace
(high), ten, king, queen, nine, eight, seven (low). The 4
jacks are not regarded as plain-suit cards but are perma-
nent trumps always ranking as follows in a trump suit:
?J, + J, A, 10, K, Q, 9, 8, 7.

For purposes of scoring, the cards count as follows : ace,
11 points; ten, 10; king, 4; queen, 3; jack, 2. No count for
nines, eights and sevens. There are 120 points altogether in
counting cards.

The suits also have rank for scoring purposes but not in
play, ranking as follows: clubs (high), spades, hearts, dia-
monds (low).

A scorekeeper is selected first. The player at scorekeeper's
left becomes the first dealer.

After the deck has been shuffled by dealer and cut by
the player at his right, he deals each player, beginning at
his left and going to the right, a hand of 10 cards and 2 to a
blind known as the "skat." Three cards are dealt to each
on the first round, then 2 to the skat, then a round of 4 and
finally 3.

The turn to deal in subsequent hands passes to the left.

To be the successful bidder and declare the type of game
to be played, and to win a majority of the 120 points in
counting cards in play; i.e., at least 61 points to fulfill the
bid, or, as opponents, to prevent bidder from fulfilling his
bid by winning a majority of the counting cards in play.

The active player at dealer's left is known as the "leader"
or "forehand," because he always has the first lead, regard-
less of who is the successful bidder. The player who sits
opposite the dealer is the middlehand, since he is the second
one to play( to the first trick. The player at dealer's right is
the rearhand, since he is the last one to play to the first
trick. If there are only three players, so that dealer takes
cards, dealer is also the rearhand,
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